Abstract -Nowadays, education extends beyond the field of formal education delivered in universities and colleges, and is increasingly based on new technological developments.
I. INTRODUCTION

Innovation of teaching and learning is a key issue in Higher
Education (HE), closely related today to accreditation and quality assessment. On one hand, the shift from teaching to learning it is now well established in many engineering programmes. On the other hand, innovation is not only related to the use of new technological tools, but also to the development of new teaching methods.
Nowadays the teaching praxis and methodology must change in order to comply with a new paradigm where the economic and teaching environments are more international than ever. Technology has evolved so much in different subject areas, that the completion of any particular engineering task usually requires the cooperation of several specialists. As a result, team work is a fundamental tool, grouping for instance, engineers, managers and marketing personnel. 
IT. LIFE LONG LEARNING VERSUS FORMAL EDUCATION
In a fast changing business environment formal learning is becoming less important than knowledge up-dating combined with practical experience.
Although higher education institutions contribute to the basic knowledge which is necessary to build later, broader or specific competences, the responsibility to renew and update hislhers knowledge belongs to the individual, in the context of hislhers career expectation and professional interests.
Higher education courses are still based on specific syllabus, which is designed to assure a complete and coherent set of disciplines. Nowadays in the higher stages of education more freedom is allowed in general, with curricula based In major/minor content being available in many universities.
There is a high degree of convergence between all syllabus, in Engineering courses, especially in the fIrst two or three years of study, which include mathematics, physics, chemistry, computer science, circuit theory and electronics, the basis for all engineering courses.
In the last decade, some universities have changed their curricula to include a growing number of project based learning (PBL) courses which motivate the student to work in multi-disciplinary teams, acquire soft-skills, also supplemented sometimes by subjects on business and economics. However this approach can only be taken when courses have a small dimension and the universities have strong connections to industrial partners and financial capability to fund such projects, which is not the case of many universities in Europe nowadays, which are also affected by the financial crisis.
When the students complete an engineering degree they start usually their professional life. They are then confronted with a complex environment where they must maintain their capacity for employment, in a changing world where technological advances are taking place each day.
To meet these requirements they can no longer rely on formal education. They tend to learn through acquired practice, and information gathered during or after the work schedule.
Life Long Learning (LLL) has become a major tool in the construction of engineering careers, delivering specific knowledge and skills in the form of short courses, e-Iearning courses, or extended curricula delivered in batches along the years, however some problems subsist which will be identified in the next section.
TTT. ACCREDITATION AND CREDITING IN LTFE-LONG LEARNING
After the introduction of the Bologna model in European universities, common crediting procedures were established based on ECTS. This led to a simplification of recognition between universities in Europe and allowed a more effective mobility of students across Europe, which was one of the objectives of the Erasmus Programme.
In Life-long Learning environments the situation of crediting is not, so far, well established. This is due to the multiple forms that Life-Long Learning applications may take. This is still an open problem subjected to a lot of research.
An effective system should present the following characteristics.
• subject to continuous renewal, offering possibilities of up-dating and innovation Meta data bust be included which is a fundamental tool for the prospective learner.
The course content should have a modular structure which enables double-usage procedures. It can be used in the formal education sector as short modules to complement the exposition or used as a stand -alone product for independent, sometimes long-distance application
In a virtual classroom students or learners, cannot depend on their instructor/tutor for direction and guiding. This limitation offers, in return, an opportunity for the motivate students to conduct and set his/hers own goals and manage the corresponding learning activities which are fundamental tools for the effective construction of knowledge.
If the student is not motivated, however, the role of e learning with its unsupervised teaching is not effective.
Quality e-learning courseware requires several aspects to be covered in order to achieve its purposes. These include a thorough knowledge of the content as well as methods of delivery and learning theory. It cannot be limited to put content on-line and assign chores to be completed by the learners, instead a number of requirements are needed, such as: The student can choose the components for a specific application insert in the breadboard, and perform the measurement using the virtual instruments available such as:
voltmeters, ammeters and oscilloscopes.
The VEMA application was developed using the 3DS Max software, for 3D rendering and VizUp software for the reduction of the size of the 3D objects. Then, those objects were exported to WireFusion, where it was possible to add some interactivity. However, all animations had to be previously built in the source program of the 3D model. The last step was the production of interactive contents using HTML5, CSS3 and Javascript and the introduction of the presentations on the web as offline presentations.
The menu with the first interactive experience is the simulator of a DC circuit. It allows the student to analyze the setting up of a parallel or series-parallel resistive circuit series powered by direct current. Tn this scene, and together with these simulations, there are texts supplying the theoretical explanation of the experiment performed.
The second interactive menu presents the simulator of an alternating current circuit and demonstrates how the student can perform the analysis of a circuit with resistors, inductors and capacitors in series, in parallel or in series-parallel AC powered; it also provides guidelines based on the texts, allowing the student to clarify the numerical expressions used for the resolution of the circuits.
The third interactive experiment, the simulator of a three phase alternating current circuit, describes the potential of VR for electric three-phase circuit representation, with star or delta configurations, to enable greater understanding and rapid knowledge transfer. It also provides the opportunity for interactively designing a setting up and safely investigates the consequences for the user.
The fourth menu, with the fourth interactive experiment, refers to a study on the transitional phenomena.
Finally, the fifth interactive menu and experiment IS connected with the series or parallel resonance phenomena. 
VEMA
This work was developed to demonstrate how a VR desktop prototype can be applied to an engineering unit and used to enhance security and resourcefulness in using electrical equipment.
The practical use of the prototype consists of experimental interactive scenes. A user interface allows the student to get in and out of each scene intuitively.
In addition to the experimental interactive scenes already mentioned, there are other menus: the main menu with a "Home" page; another one showing different laboratory equipment. There are also the menus: "3D Lab", "About", "useful Links" and "Contacts" already implemented and tested.
VI. CONCLUSIONS
Long-life Learning is increasingly important as a tool for career advancement and personal fulfilment in engineering.
The individuals are responsible for hislhers own continuing education in order to achieve personal and career development.
Nowadays companies and employers recognize the importance of knowledge updating and new competences acquisition for their employees, although they still lack a strong commitment to lifelong learning. Universities and professional engineering associations should be involved in this process, although some efforts in this direction are being done in recent years.
In this paper some considerations concerning the quality features for development of web-based learning environments are listed. A Virtual lab application, named VEMA, which complies with the prescribed recommendations is presented .
